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Abstract—The problems related to free sex and sexual deviance 
increase every year, and ironically, Muslims, and teenagers are 
the most involved. Various measures have been taken to solve 
these problems. However, none of them have been proven to be 
effective. The baby dumping and abortion cases tragically 
increase by years. As an Islamic country, it is wise to refer to the 
religious approach for solutions. Sex education in Islam provides 
guidelines in manners related to what is allowed and forbidden, 
and stresses the faith towards the religion. Islam believes that 
parents play the main role to educate their children about this 
matter. Even so, the parents seem to be unaware on the 
importance of this form of education. Furthermore, the 
deficiency of this ‘taboo’ learning material in conveying the 
information makes the situation more stressful. Thus, the 
objective of this study is to propose an Islamic Sex Education 
(ISE) interactive courseware. It also attempts to change the 
parents’ motivational level in encouraging the awareness towards 
Islamic sex education. This paper covers the motivational design 
and development of the ISE interactive courseware. Besides that, 
it also includes the literature review of the study and the 
methodology involved. In conclusion, the effort in designing and 
developing this courseware can hopefully be a parental guide to 
sex education, as well as a solution in reducing free sex and 
sexual deviance problems in Malaysia. 
Keywords-component; sex education; motivational level; 
interactive multimedia; ADDIE; usage-centered design; macro 
design strategies; micro design strategies 
I.  INTRODUCTION  
Free sex and sexual deviance problems are exploding in all 
countries, including Malaysia [1]. The free sex and sexual 
deviance problems lead to more moral problems such as baby 
dumping, abortions, prostitution, incest and adultery. The 
moral problems are increasing day by day [2]. Unfortunately, 
most of the offenders are Malays, which are Muslims and 
teenagers [3]. This phenomenon is a serious problem to the 
Muslim society. Islamic scholars attempt to highlight Islamic 
sex education as an approach to be used as guidelines in the 
education. In fact, sex education in Islam is aimed to find the 
truth and as a way to draw closer to Allah S.W.T and while 
giving clear guidelines in the manners and ethics related to 
family, sexuality and reproductive health [4]. Sex education is 
the most important aspect to produce a good generation after 
marriage, which is from parent’s strong comprehension in 
Islamic sexual life [5]. In Islam, sex education was widely 
discussed since Al-Quran was first sent down. 
 
Transmission of information, values and attitudes about 
sex education for parents are inevitable [6]. The intervention 
of parents is critically needed for parental guides to their 
children about the sexuality matters [7]. In fact, in Malaysia, 
parents lacked the knowledge about sex education [8]. Parents 
are embarrassed to learn and discuss about sex education, 
particularly about puberty, physical and physiological 
sexuality changes and others [7] [1]. In Malaysia where 
courtesy and norms are observed, sex education is more likely 
to be a taboo and sensitive issue. People do not realize and 
aware of the importance of this education. Thus, [6] and [9] 
believed that sex education needs further transformation to 
pull down the ‘taboo’ barrier, especially from the support of 
computer and technological advent [1]. Changing the parents’ 
perception about sex education is important. They must be 
encouraged to understand the essential of the education. 
According to [10], a well-designed learning material can 
increase the motivational level of a learner, whereby to 
encourage and foster a learning process. The awareness impact 
will sustain the learning process throughout the learner’s life.  
II. LITERATURE REVIEW 
A. Sex Education 
Sexuality and sexual behaviors are complex processes and 
concepts [11]. They expose facts and information about human 
reproductive systems, behavior, physical and affective of 
human topics in sexuality [6]. The main objective of sex 
education is to encourage exploration of values and moral 
about the male- female relationship and to foster self-esteem, 
self-awareness, sense of moral responsibility and the skills to 
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avoid and resist the unwanted sexual experience such as 
unmarried pregnancy, health issues (such as diseases: AIDS, 
syphilis, gonorrhoea) and other causes (such as abortions) [12]. 
B. Islamic Sex Education (ISE) 
In Malaysia, the indirect sex education approach is 
targeting the reduction of illegal sexual activities [13]. 
However, the effects of illegal sexual activities such as 
abortions and baby dumping are tragically increasing by days 
[1], predicting the ineffective sex education in the country. 
According to [4], sex education is not only related to fact and 
information, but the most important is, the internal spiritual 
improvement from the religious perspectives. Reference [4] 
believed that for an Islamic country, Islamic approaches must 
be referred as the guide for sex education. Thus, this study 
intended to focus the sex education from the Islamic 
approaches and perspectives. Moreover, Islam needs to be the 
reference and guide in view of a Muslim believe that Islam is 
a way of life. Based on works by [14] and [4], sex education in 
Islam stresses the importance of the faith towards Allah SWT 
and early prevention towards the illegal sexual activities. 
 
Sex education is a process to teach, explain and provide a 
reminder to youngsters about issues related to sex, instinct, 
passion (lust) and its relationship to marriage [14]. Until they 
grow in understanding the meaning of life, the youngsters 
know what is allowed and what is forbidden, and they take the 
attitude and behavior in the life of Islam as the practice. 
Basically, the ISE topics are related to the male and female 
relationship, awareness of vision and ‘aurat’ care, manners of 
permission asking, faithful to the God and religion, abstinence, 
health issues, contraception, puberty and marriage [14]. 
 
However, parents in Malaysia are unaware about sex 
education. They are lacking in the knowledge [8]. By years 
parents are embarrassed to learn and discuss about sex 
education, particularly about puberty, physical and 
physiological sexuality changes and others [6] [7] [13] [8]. 
This view was supported by [1] study, which reported that 74% 
of 43 teenagers stated that their parents refused to discuss the 
subject related to sexuality. Furthermore, the deficiency of 
learning materials in sex education makes the learning more 
stressful [15]. Basically, sex education resources for parents are 
available from books, videos and internet sources. [6] and [9] 
believed that sex education needs further transformation to pull 
down the ‘taboo’ barrier, especially from the support of 
computer and technological advent [15] [13] [1]. 
C. Interactive Multimedia 
The philosophy of interactive multimedia is to help in 
creating knowledge. The interactive multimedia acts as a tool 
for cognitive, collaborative and communicative; to support, 
encourage and widen the locus of thinking in fostering a 
learning process. The abilities to click and browse, view 
animations, control the environment and other functions allow 
the learners to increase their rate of understanding [16]. By 
making life performances, simulating the real situations, 
learning through interactive multimedia and realizing real 
projects, will give sufficient effects to the learners’ 
understanding rate in a learning process, which are at least 
90% [16]. Thus, it can be concluded that by using the 
interactive multimedia, it helps fostering the learning process. 
D. Multimedia Learning and Motivation 
Motivation is vital in a learning process, particularly when 
it comes to multimedia learning. Motivation is related to 
achieving certain goals; it initiates, mediates and sustains 
learning activities; and it is manifested by efforts, choices and 
persistence [17]. The existence of motivation directs people’s 
behavior to achieve their desires. According to [18], in 
multimedia learning, it is very essential for studying how to 
encourage and enhance the motivational level of a learner. It is 
a purpose to generate positive impacts towards learning in 
view of the motivation which is a fundamental factor in 
achieving those impacts. A high motivation learner is able to 
continue the learning process throughout their life [17]. [17] 
also suggested that in a learning process, the adults’ 
motivation is more likely to increase when the contents are 
meaningful to the learners. Furthermore, the active 
participation in the learning process such as identifying 
objectives, selecting the topics or tasks and repeating the 
procedures for understanding, grabs the learners’ interest 
towards the process. 
III. THE MOTIVATIONAL DESIGN AND DEVELOPMENT 
Before the ISE interactive courseware is designed, a 
preliminary study has been conducted among the target users 
which comprised of 44 Muslims parents. 20 fathers and 24 
mothers from various backgrounds were involved in this 
study. 75% of the respondents were below 39 years old and 
25% was above 40 years old. On average, the respondents 
have 1 to 6 growing children. The preliminary study revealed 
that 75% of the parents were reluctant to discuss about sex 
education with their children, and surprisingly, 79.5% of the 
respondents did not know and unsure about sex education and 
its contents. 95.5% of the respondents were confident that ISE 
is the best approach for sex education for their children. 
However, unfortunately, 75% from them also stated that they 
have unclear and inadequate information about the ISE. 
 
Interview has also been conducted between experts 
consisting of Islamic scholars and family, children and youth 
motivators to ascertain the actual situation occurred among 
parents. According to the experts, they were assured that Islam 
has proper guidance for sex education, and parents play the 
main role in educating their children about this matter.  
Unfortunately, most of the parents are unaware about the 
matter. They also agreed that, until now, there are no proper 
guidelines for sex education made available for parents. 
A. ISE Design and Development Characteristics 
This study attempts to develop an ISE interactive 
courseware to encourage the Muslim's parents to understand 
ISE. In other words, it is to increase their motivational level in 
view of the importance of such education in order to provide 
proper guidance for their children as well as themselves.  
Several studies have defined the effective characteristics 
required to significantly increase learners’ motivational 
learning level or other positive outcomes. These include 
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individualism, multimedia elements, instructional systems, 
interactivity and textology which are prominent in the design 
and development of interactive multimedia material [20]. 
Individualism enables the learners to control their learning pace 
(self-learning) and textology considers how the texts are 
presented in the learning material [21]. The effectiveness of the 
material is partly dependent on how the information (contents) 
is presented [22]. This was agreed by [23], [24], [25] and [26], 
where almost of the studies stressed on how the information 
and contents can be presented and conveyed to the learners in 
effective ways. The arrangement and presentation of every 
information and contents are crucial in order to increase and 
enhance the intrinsic and extrinsic motivation [10]. [1] also 
stressed the importance of interaction design in developing a 
more effective multimedia learning material.  
Based on the suggestions, this study attempts to design and 
develop an ISE courseware by highlighting three prominent 
characteristics as shown in Fig. 1 [10]. In guiding the design 
and development from the three characteristics properly, three 
guidelines have been employed as shown in Fig. 2. USD is a 
systematic and model driven approach which focuses on the 
overall user tasks and usage patterns (interaction design) [1]. 
The USD strength relies on the high level of abstraction 
provided by its models and the straightforward way in which 
these are interconnected. Reference [1] study in USD was 
adapted in the design and development. These designs were 
absorbed in the instructional system design (ISD) processes 
that will be applied in this study, which is the ADDIE process. 
 
 




Figure 2.   Guidelines for the characteristics 
 
B. Design and Development Processes: ADDIE 
ISD is a systematic process that can be used to develop a 
consistent and effective education program [27], [28], [29]. 
There are many systematic ISD processes that have been 
described such as in [27] and [30]; however, all the 
descriptions include the core phases which are analysis, 
design, development, implementation and evaluation (ADDIE) 
[29]. The USD, macro and micro design strategies will be 
utilized in the processes. The macro and micro strategies are 




This phase determines the relationship between the user 
and the developed application. It is related to the contents of 
ISE and the characteristics and criteria of the target users who 
are the parents. The user role and participation model are 
derived from this phase. They are used to give a quick 
overview of the content [1]. A user role model is a model that 
abstractly visualizes a relationship between the user and the 
application (see TABLE I), whereas the participation map 
represents the participants and their relationship with each 
other together with the variety of artefacts involved in the 
activity (see Fig. 3) [31].  
 
2) Design 
Before developing a content model, it is important to 
determine the user actors’ intention when interacting with the 
application. A task case model was developed as in TABLE II. 
The purpose of this model is to provide meaningful and 
complete users and application activities in an application. 
Besides, an activity task model also has to be developed. It is 
used to represent the interrelationship among the tasks, and the 
activities involved in an application. Activity task model in 
this study adapts ARCS theory and Gagne’s conditions of 
Learning Theory as shown in Fig. 4. According to [31], 
embedding the activity task model with a form of powerful 
guidelines in the context of the study provides clarification to 
the model. In this section, the ARCS model is referred to the 
tasks involved for user actors or players in eliciting their 
intention to the ISE learning process. Meanwhile, the Gagne’s 
TABLE I.  ISE USER ROLE 
Learning and Parents’ Role 
Context Most learning activities are flexible, not 
bounded and depend on self-motivation; 
having to face the children; end with 
performance in educating ISE for children. 
Characteristic Relatively complex task which requires 
comprehension and practices; understand, 
practices and inculcate children; performance 
improved with knowledge and experience 
increased. 
Criteria Understand children cognitive level; effective 
in inculcating; ensure that children gains 
accurate knowledge and righteous guidance 
than before.  
 
Figure 3. ISE participation map 
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Figure 4.    ISE Activity Task Model
Conditions of Learning Theory refer to the activities in 
interaction with the ISE courseware. The theories were used to 
increase the effectiveness of the ISE material which then 
attempts to encourage the learning process among parents. 
 
Current studies related to learning and motivation mostly 
use motivation models to simplify their understanding instead 
of applying the theories directly [17]. The ARCS Model is the 
most widely accepted model to be used in the e-Learning field 
[17] [32]. It provides the motivational design, development 
and evaluation strategies that have been adapted in a variety of 
computer-based learning materials and instructional 
technologies. Considering learning as the most crucial part in 
this study, Gagne’s Nine Events in learning are considered. 
The events are based on the cognitive process of learning [19]. 
The events are based on the information processing model of 
the mental conditions that occur whenever adults involve in 
learning process [27]. The events are highly correlated and 
addressed the conditions of learning. In addition, according to 
[33] and [34], the Gagne’s Nine Events is a good fit and 
guidelines that can be adapted in e-Learning processes. 
Furthermore, the Gagne’s Nine Events are prominent in the 
instructional strategy [27].  
TABLE II.  ISE USER ROLE 
User Actors Intention Application Responsibilities 
 1. Clarify ISE objectives 
2. Proceed to module 
contents 
3. Show all module contents 
4. Select the module contents 5. Clarify the module content objective 
 6. Display the selected module content 
7. Choose exercise module 8. Display the chosen exercise module 
9. Answer the exercise 
module 
10. Check the answers of the exercises 
 11. Display wrong answered questions 
 
3) Development 
In this phase, after the user role has been identified and the 
tasks, and the activities were clarified in the previous phases; a 
content model was designed and developed. The content 
model encompasses an abstract prototype and navigation map 
as in Fig. 5. In fact, the content model is similar to 
storyboards, but it includes other extended information as 
proposed by [31]. The purpose of the content model is to 
represent the overall organization of the developed application 
[1]. The abstract prototype consists of the interface contents 
describing the contents of the various contexts. The navigation 
map indicates how the users move to interact with the 
application. Besides that, the instructional design strategies, 
which are macro design strategies and micro design strategies 
are also considered in this phase [35].  
 
For the information design, this study uses macro design 
strategies. Distinguishing with the previous sections, which 
concentrated on the interaction design between the users and 
the courseware, macro design strategies emphasize how the 
information of ISE will be conveyed to the users. The 
strategies are concerned with the selection, sequence and 
organization of ISE contents to be presented. It includes all the 
information related to ISE. For presentation design, this study 
uses micro design strategies. The micro design strategies are 
related to the arrangement and organization of the multimedia 
elements. It ensures courseware effectiveness, particularly for 
attracting and increasing the users’ knowledge retention. In 
view of the objective of this study which is to propose an ISE 
interactive multimedia courseware, the multimedia learning 
principles and guidelines were referred. Hence, this study uses 
Cognitive Theory of Multimedia Learning (CTML) and 
multimedia learning principles proposed by [23] as the 
multimedia presentation guidelines. 
 
a) Information Design: Macro Design Strategies: 
Macro strategies adopt the ISE principles which are based 
on the principle of enlightenment, threat and binding elements 
for ensuring the successful of ISE [14]. This study attempts to 
use the principles in presenting the contents of information 
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Figure 5.     ISE Content Model / Storyboard
through the use of the five elements of multimedia. The 
guided selection, sequence and organization of the ISE 
information can grab learners’ attention and then accelerate 
the ISE learning [35].  
b) Presentation Design: Macro Design Strategies 
Macro design strategies are prominent in order to increase 
and enhance learner’s knowledge retention and understanding 
[35]. Arrangement and organization of information in the form 
of text, graphic, audio or others must be in meaningful ways to 
reduce learner’s cognitive burdens. On the other hand, micro 
strategies also may characterize as presentation strategies that 




CTML is derived from dual-coding theory and cognitive 
load theory. CTML is related to how people learn and process 
information. It assumes that human information processing 
includes dual channels (visual and verbal processing) whereby 
both processing have their limited capacity. As the guidelines 
to the CTML, multimedia principles were created. This study 
also adapted six principles of multimedia learning in order to 
increase the effectiveness of the presentation design of the ISE 
contents. The principles are the MM principle, spatial 
contiguity principle, temporal contiguity principle, coherence 
principle, modality principle and redundancy principle. 
However, the study excluded the last principle which is the 
individual differences' principle. The adults are the target of 
the courseware, and not specifically developed for high-




In implementation phase, the ISE interactive courseware 
was executed as planned in the previous phases. All the 
multimedia elements such as text, graphic, animation, audio 
and video, including its interactivities were put together to 
develop the ISE courseware prototype. This is a phase where 
the user actors and activities in the application were referred. 
Three main processes were involved in this phase, which 
include; pre-authoring (acquire media, digitize media, edit 
media), authoring (import media, testing and debugging, add 
interactivity) and post-authoring (packaging) [36]. There are 
nine topics in the prototype, include; male and female 
relationship, vision and ‘aurat’ care, manners in permission 
asking, faithful to Allah and religion, abstinence, health issues, 
contraception, puberty information and marriage, based on 
[14]. The application has clarified the ISE guidelines by 
referring to Al-Quran and Al-Hadith verses. Besides that, the 
application utilizes a 3D character as the narrator in each topic 
to explain the selected topic in brief.  
 
5) Evaluation 
This phase assesses the effectiveness of the learning 
materials and an essential phase in instructional design. The 
evaluation phase is meant to review and test the design in 
order to discover whether it is learnable, effective and 
accommodating for its intended user population [27] [28]. It 
should actually occur throughout the entire instructional 
design process within phases or after implementation [28]. 
This study utilizes the reaction and learning evaluation 
approach to evaluate the ISE interactive material, from the 
Kirkpatrick’s Four-Levels Model. The reaction evaluation is 
how the learners felt about the learning experience, and the 
learning evaluation is the measurement of the increase in 
knowledge before and after using the courseware. 
IV. CONCLUSION 
Various measures and programs have been implemented 
by the government to curb the critical ever increasing sexual 
deviance and moral problems. Sex education has also been 
indirectly introduced to Malaysian Schools. With all these 
measures, none have been proven to be effective. Islam has its 
own approach towards sex education, and many Islamic 
scholars have highlighted the approach in conveying sex 
education in an attempt to cater with the current social 
problems.  ISE stresses that parents play the most important 
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role in educating their children regarding sex education. 
Definitely, parents need to know the ISE contents. However, 
our preliminary study indicates that most parents were 
unaware about sex education and did not have clear 
guidelines. Being a ‘taboo’ issue, it prevented them in gaining 
the knowledge, and they avoid discussion related to the topic 
with their children. Moreover, there are limited learning 
materials available that discuss about sex education, including 
that of ISE. Therefore, the ISE interactive courseware has an 
enormous potential in encouraging and enhancing parents’ ISE 
learning. The motivational designs have been studied in order 
to develop a courseware which not only can provide 
knowledge, but also increase parents’ motivational level 
towards the importance of ISE. Some theories were also 
referred to ensure the effectiveness of the courseware.  
 
In conclusion, the motivational designs and development of 
the ISE are comprehensively equipped with guidelines and 
strategies to ensure that it is usable and also to make the 
education acceptable, easy and effective.   
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